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THE 

U.S.S.BLACKHAWK 
TECHNICAL MANUAL 

INTRODUCTION 

TO ALL NAVY PERSONNEL 


TO ALL NAVY PERSONNEL- You are a part of the 
largest and strongest seagoing force in the world. 
When you were sworn in and put on your uniform 
for the first time, you became part of a great 
tradition. All the brave men and women who have 
go ne before you , and those wh o wl II fo How you, 
make up an unbroken chain of courage and 
devotion to duty that should make you proud to 
wear your uniform. 

Service In the Navy can be whatever you make it. It 
takes some time to understand and become 
adapted to the ways of the Navy, for going to sea 
in ships is a tough, serious business, particularly 
In troubled times, if you must work hard at times, 
miss a leave period or a few liberties In your home 
port, remember that you chose a demanding job 
when you joined the Navy, 


HOARDING PROTOCOL 


Sahiir t-lag ■ When Handing on i)k gwy way. |*w* io stepping nh«r d, race ale and 
"nflJtHc thr fluj:' 

SdtiiM Ojperr a if iht Jtftk - Aflfif Ihd lam and fare die OHW of Ihr DmrL. 

ulute and, ' rcqiini |H’rn»ksiun in come aboard/ 


Ffrjrntrflfi (Vrfrra - After Pftjumiirp ‘permlsHon to com* aboard/ die Officer «r 
Ihc Deci ■K-ilt inipm your orders and gram yew permission Io toard. 

TOE EXECUTIVE OFFICER 


Italic and resporuifailjliet ■ 

Tbc Eaeimrivc Officer ii Ite number im> mm imfer !Ik Captain. His JespuitHhEicIn- 
wrier profile leader diijnij all men under him while rruinia inlmg a hebng rtf good 
sjurii. The Exeeuiive Offterr will ufce catnnand of ibe ship daring any absence of 
ihc Captajo, It dull be die neipoiHibitiijr at the BacvidWe Officer ds insure ibe Dpcrji- 
linral stmiiofbii send by inspecting and cycling ftiiiLjunem io the Ini lowing areas: 

DCwHtdI room 
1> Mnchiiidty cnnipBrlmert 
J) Torpedo room 

4> Engine n»m 
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CONTROL ROOM 


PERISCOPES 
{Anacfc A Observation! 

Ik jwjr penurope* ut determine the enact location of an ■ottj&tt on Ihe sprfnee. The 
icfi jiU fight jAnow] keymrill jtdjuU uNe heading nf tte wope. When you have lo- 
cated an object, toAe male a« Wit* WmkMU 

Scope* Omuld ratify he used on perisecjie depth 1 appro*, 7C|’>. Severe damage may 
occur if die ' Alljcdc scope' i* used ai sponli m wcu of 5 knot*. Severe damage may 
alu> occur if i he 'observation scope' is used at speeds in ewe** of 1 7 km**. 

SONARMAN 

The s-fKiamiafl. I* m timed in die crartraL room ne*i to ihe radioman and untie left of 
theaanlual pond. Contact with We mnarmari and nAnii can be mode by malting 
over ut ihcm, uikl talking to them. 

COMMUNICATIONS 

CwUfi raeimjcei 

All messages received aboard die 0-5.$, SlaeJthawk will be in coded Format and shall 
bereeeiued through ihe radioman. 

firroding hUSiOftt 

Aboard die L.S.S. USacitliawJ, «u1 he found a hook eid tiled f/S Naval IrtfttlijtriKf 
Derndmi, Hit* bodk imiit be used in conjunction with ymar tec brand manual The 
*nrd key* used for decoding can be (toad will ran We 'heard ihnelceT areas. The 
coded number* represent page, line and wont, AH coded numher* are turtle range O-fc 

CHARTS 

I. Located in wrtrol lOOtM 
Cntnr pinning 

Endcwed wiUun We padaging. of this game la a foldwt m^s. Use iht* map for deter- 
mining awl pSrt ting ™r emir* heading. 


Coo reN it ores 

Using a straighi edge, plot your court* on die Icddoot map. When ii i* ooteiuuy for 
tltc submarine lo change from a direct course, nuke note of the kmgititde and latitude 
of ibe 'waypoint' tihc point at which you 'it change darceiWm. IlH^c are your coor- 
dinates. 


The initial overall euurse to be followed will be given » jw v*m£ landmarks. L ting 
ilur MtSosit map and the landmarks a* a guide, chan your 'way points' on ihe map and 
Iben enter them mno the compuierimed ctiari* table loealed id th* cestnol nxMiL Vou 
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ftiiy jIm) receive udtfiiiiaijuin via rsdsp, of artier specific wav pmnrti fur fwidtavuiis 
puiposeA.Typq: Uigfc map rogei adosj-up view. The i]Qshifi|f pfnna m the- map rep- 
resent ywir vtasef u 3« srunrrH Jocatiun. 

Te begin entering way poinwTjpe; pint entire. 

When cnlering the way jMinm, utc ihe direction^ ktyi until ihe Iruighudc and lani-udc 
lk»l yuu I lilt eatabicd nti ihe foWaut map arc displayed, Depress the i ENTER] ley 
on vour keyboard lo enlei Uw way point, To change a way point already emered 
Type: charge point, Repeat the above icquetKe un-ltl you have emeredatl V00f way 
poimi. When cnlerirg ihe Ihi waypoint, depress die j ENTER] key twice 
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CONTROL PANEL 



T. Tt ME CLOCK 

n stchhi# kwvih 

J. H3'H tSItJC lTUft 

u sreftN n^i: iNWCAioa 

1L LONGITUDE IMUCVTO* 

U. DIVE LEVER 
U, HltCHNE LEVES 
RDJOLASTIMHOTQli 

ItSIUPfTlll'JKlSi'OIT 
liSQJET ftl> WHCATOR 


HkiiiH^n nDiotnil 
li. EMHKCNCY BALL4SI CONTROL 
It. IIATCII INDICATOR 
IT. COMPASS 

IK LAimilHi INDICATOR 
It. SOW PLASE TXmCATOK 
14 HEADING INDICATOR 
>l r >niTm:BPDji> VitVrsttUEN 
jlTKinnu: >m:i:n impciati* 

33 . DjVt MjiNE LXDICATOKS 


it. sunau oftwr 


« 


I. Map Dhplay; 

LJse Cu liddCliklCH. 1 pTftCOl lotlllWl Rl nil ICEKi. 

1, Fire Lonlrol Fancl; 

The K.re Control Panel tomisls of Rw OOTiroU. From left lo rejfcl ikekr ft»nc«Mis 
ire ts follow*: 

A. weapon (£&* rflf Ship F5 Lrj. at dirk r«t K rai's iB(W*f J. 

T*rgd srioclina >* fully automatic 

B. Lock 07 Urrgtl lUte ihr Shift f& kty r tit click t*n wirt iwm-Tr j. 

r J *Ji Imaging Display (the ike Shift F7 key, tir tW m wp* atotaei 
D. FIRE (line fJjp Ship FS key. or rii'e* r» wufr muiuej. 

SONAR; 

There unrlwo typemr mrai used In tit l/.Si, BJicfcbawfc; 

ppsuls t sunnr - Listening For mkwwI |Kmhjn;d hy «her vessels. nKpHisibililu of 

Aclii-e rnnar - Sending out wrnd m detect underwater object*. Nlieaiki 
dinnute rtn be awiwed when an object ho* hceh detected. Active sonar cornnas 
of Vertical and RmjjlflgSaMf, eiplmixd below. 

Jl Vertical Sonar: 

Vertical wiqr (taCTiPioq* Ute distance abuse .mil below ypor submarine to a solid 
Object sue d as an iceberg or ll* ocean floor The oemcr puiiii on Ihc acnrtsi repro- 
ve nm your vessel. Farit line on the screen represents I U Ft alxrve ot below your 
wessd. When an objccl u present w uhm Rfflfi above or below ihesufo, the lines 
nn your screen hoenme higblighied in Indkile ihc dtHunce of llie ckjeut from 
your location, 

4, Ranging Sooau: 

Ratipin^ Sonnr indicate* obstacle* wiihui a LCJUU yd. radius around Ihc submarine, 
f. Heplh liaogc: 

M spiny* co mem depth. 

A. Wafer 'lejnprriLlurrliiiijir; 

[Jisplayi cumOH watte temperature in devices 
Celsius, 
t. Time ClreliJ 
IJisplnys eunTcm 
uotcol day, 

& Speed I ndtcaio# : 

Displays speed in 

9 . PPM I ndkolHir : 

Display* engine 
RevoJulbms Per 
Minule. 


V 


II). Slmt Plane In dkaiort 

Indicale-s (he angle nf incliTMnr nf ihc Stem Plane 
II. ( HKirdicuitL' Uiapbis Street! i Prrdlkn'i Indicator |: 

This screen shows you ihe ewne coOrditulcs gf jwr Iasi wary point, 

ILBIve Levee: 

Use Kris lever |g incie#e « decrease ballast, which will all gw you u> set tfte bow 
and Hern planes so liuu sour sob may uufanc or dim Using the up and down 
[Angst ] keys. move Ihe Lever ujiarld down. L.'sni" Lhe imsu-vc, place Ihe mouse 
airs*! on the lever and hold down (he ten m«iw bwtMi, Now mo*e flic cursor in 
the direeiUaa you wish to adjust die levee. 

13. Engine Ijitr 

Use this lever to ndjuM ihe running speed of die submari ne-. Use ihe (+] key lo se- 
LL-Jurjic. Ihe | ■ f hr UrreleiaLc. Iiun£ Ibc niouw, place Lhc mouse nursur on Ihe 
lever and hoW down Ihe led mouse (union. Now move (he cursor in lhc direction 
you wish to adjust dee krvet. 

EJ. Ilaltasl tndieoEw; 

Indicates hallul level in ftrar separate rants a hunt ihe suhnujine. 

11. S\im RunaLna 

Activates nr dcsclivaies Siknl Run. When Silent Running la active, noise 
eltitsiiiaiuig imuduem mask noise ptodueed by die suhiun ne. rediarieig dm 
likelihood- of discovery bry a hosrile (oree, (Use the Shift F4 try. or click on with 
mmturi 

IVSilfOt Run Indicamr; 

Indkunes wheiher Sikna Running I* aerive. 

IT. Sonar UrutHT: 

Activates or deaerivares ihe aeiLve- sonar. 

C Vsc iht Shift FJ by. or ciUk tut wrrt rwajteJ. 

Id. Attitude Indicator: 

t jniugcs the vertical angle of ihe submarine 

I?, Wheel : 

You can change direction Jong ihe led: and fight (AnnwJ keys m nun the wheel. 

U yuo're using a mature, place dm muucc irursur cat (he wheel and hold down ihe 
left mouse- bullion rninimir hnldtng ihe (cR Tuition a* you move the cursor raihe 
Ml or right, 

W, Cb*d l"Lrcui[ Monitor CWIWT; 

This monitor enables ihe nirigirnf 10 see any c*e.iae|e» in lhc path of Ihe mb- The 
dosed circuit system is viul lo successful navigation. 

War the Shift Ft kry, rrr n-iLfth eftek On muuief. 

II. Tnrpedn Tube TTond Cnnlml Indicator: 

inetaPcs. whether Torpedo lobes have been Hooded- 
IX TonwdoTobe Hwd OafOff: 

Ruuds Eofgfslu tubes. Swiltllcs aulsm sad ic ally whdi Weapon locks on. 
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13, fire (.'mtrul Panel Acltralt iutlon; 

Lp«fi Km Cnml Panel Irtun wiling for easy access. 
t Use ihr Shift F2 fey, or dirk tut wirt nwiwwj. 

24. Rudder I radical -nr: 

[nducnlci- Ihc current pinilnSi of the Rudder. 

If. F lEierpmc). Kalla si Control : 

In llw event OT art cmcTymuy. n may be ntccv^ry for the btiek hm k HJ surface 
quickly. Thr emergency hellast afl&*» Ihc niiBla surface poinniaiicaLly under 

16. Hatch liHlIcalnrsr 

ITiutc ah! 1 citcfuir hatches nSsmt (he US.Sr Black hawk, The purpose rtflftt 
hatch iradKiUjar it lo keep you informed as w v herltw die ester jw hatches ait 
open or closed, tf un trad tea mr is lighted, a hatc h Is open. 

Ur Anatnft tosnpasv 

Shows compass heading by Ihc position of a needle in relnliwi to a eoropaw point 
1nJiLj.ii.iL5 true Nunh. 

JS, Coordinate DjtpLjy Stmn 1 1 jiirode IreHcamr): 

This screen presents you with your current latitude coucdinades nl nil limes, 
ilSiht ptinr lisdlcalar 

[ndkntes ihc angle oT inclinnliwi of the Bow PUne, 

JO. Eieatflng ludkaEor 

Displays compass heading ir ninphers. 

J I , Multipurpose V ha Scrum 

Use lo view weapon* selection when using Fine Control Panel, also server nr 
monitor fra Closed Cireitit Televinkm. 

JiThruClk Speed Indfcater 
A. Lights our- Throttle Slopped. 

Br I light- Throttle sfe* 

C, 2 lights- Thmitk i/3 

D. 3 lights- Thrwrle3/1 
Ei.4 ligh.1v- Throttle full 

F. All lights red- ThmnJe reverse 
X\ IMve Plant 
tadlCMtir* 

Indieaacs dive 


plane pmiiicm 


TORPEDO ROOM MISSILES 

HARPOON 

The "I iaipiytn" missile is ait AlLivc ladai IkHlQiijJ, Yi ca|fcHj. Jl delivers 1 lUCHJ lb, 
pcwlnlion/blftst warhead raver runoff* oi up to I $0 nautical tittles agnitiil uirfln ship 
i jr^ncLv It if. ptupdEud hi a solid tucket bouslei ami turbojet *u>i airier. ami after rcacli- 
tng a mns.iinmn altitude of 5 .000 Ft, rt cranis at faith lubuthte speed. 





TORPEDOES 
STINCi RAY 

Tbt "Sting Ray' Is Ktiveftirisstsf homing to 35 nitiHknl mi has id TO knots. Itdcliucp. n 
1000 fr tsmrhead to a tfcptfi of 5.000 H, 




M>- 


EMERSON ELECTRIC >1K I TORPEDO DECOY 

TliirilcroT tuipcdLi tv used as a luuiiIci in casino agaucst aLluck. I’lbL-dmrY mills u 
sound signature 1 Wmtind to llic mclher ship from whirls il is launrhrd Decoys need 
not be EarReiest 


EQUIPMENT & SYSTEMS 

EXPLOSIVES 

Pla^cic- explosives for underwater demolition car be round aboard the tl.S.S. Hind:, 
hawk. 


TUBUS 

The U.S.5. Bbckhawl tin.', four forward iPFpeJts lube* wfuch may be usual \o Uuifcit 
all vwapuu. 

MACHINERY COM fARTMKfT 

The machinery companrnent ccKKtHi of boots used to reproduce piru in the event of a 
Iwtiikdnwfi. [>her life suppon syuenn can a I -so he found* nacta as feenli water, mypsn 
and rerattW lyMprUi. 

HtfcsH WATCH SYSTEM 

Sea water is drulmalcd and then dirtillod bu rttnore minenih Frc?eN wane » imred 
for crew use and to girrarsie tmjfBfi. 

OXYGEN 

f'rvsb water u pumped into uitfcn gcnctaJur, iuph amperage 1 1 ,0SU amp! I electricity 
sepMircs i he hydropm from the oxygen. Hydrogen Is pumped merhnard and tttygpi 
is stored in a frank or high press ore oxygen hurtles- Oxygen is hied into aimosphcee as 
raj uired. 

SCRUBBERS 

Various passes m the aimosphere ire maim timed ai acceptable levels by filtering out 
neat. 


nuclear compartment 

General Eleelne pcHiurired water cooled 56G reactor. T m geared turbine*. ™m 
shaft bne io ihe c ■.ineune haunt of radiation exposure in the nuclear reactor com pari- 


DEFENSIVE STRATEGY WHEN ATTACK W IMMINENT) 

PREPARING FOR ATTACK 

tr you believe allncl; is i mm incut, u's very impcmnr iokjci quietly! The fallowing 
suggestion! ^ ill aid you in Ihe survival of your siAmarine and ere* 


RIJN SILENT 

The Ifuy to nuhinunlw .MJtvLVaJ u eS-jLuOfl shrough ' ^eulElt' i*f wfelkl running, The 
LLS.S. BlackhawV j% espnpfed wiih tlvr ta#u Ln eJetironie nohe eliminating 
intiMlucefs tshbch are localrtl ad various poifils along (be propeller shaft, Tlw 
Iranwlutren. are attached so flu? ucul Laamg surrounding Uw shaft, They pick up 
generaied round waves which are fnt inld a cisnpuier Thu crenputcr creates she utuci 
upprarle phase Msurul wave wfueli cancels our the no ne. This uidi.ei forrmch im- 
pr.,rt f j tiknl running; however, Lhc uaindueer is <ieil y effective; if the MillilUNnC is 
HSpcraicd ji speeds of 5 knots ur bn. 

.SONAR 

Pusvive vLiijji it a miuL becaaiw active sonar will give away your |wsili«n, As sewn as 
possible. confirm a II* on tdCuty nunet. 

WEAPONS 

You ETHiti first selcd a weapon, When using tnrprwn missiles and Sting Ray Tre • 
pednes you MUST fifi[ lock on toyouiUrgel. Remember tlud a weapon launch may 
icitipomrily give nway your p&urinn rhirmg si lent running. 

Decoy lorpedo may tw used to draw- enemy lire iE nmfci uuri- 

DIVE MRP 

Divnig deep and changing™™ will aid jW evasion aerie*. tnmmi* iniunec* die 
bnuom iCTTnin Mull help hide your position, 

INVERSION LAYERS 

A layer of water lhal is warmer Hum the Hinreundsag water is called an inversion layer. 


U5 NAVY TERMINOLOGY 


Aye aye 

Yes Sir 

Ftih 

Torpedo 

Stern 

Rear of ship 

Aft 

Near, toward or in the stem of a ship 

Saw 

Fftml of ship 

Part 

Left aide of ship 

Starboard 

Right side of '■hip 

Stem Plants 

Submarines rem navi jmlrional diving planes 

Haw Planet 

Submarines front tuvtgdiofial diving planes 

Rudder 

Submarines tefi/right navigational conlrol 

Hallatf Tank* 

Diving am) surfacing cowrals 

Flooding tubes 

Flooding torpedo lubes in preparation lor tmiueh 

Green jx>prd 

AEI eoniro! room sysncmi ready for diving 

Hatch 

Fassage way in, cut, or ihrough >nhmnrine 

Screws 

Ships propellers 

Signature 

Identifying ships ihra ugh their unique sound 

Active Sonar 

Sending active sound waves 

Passive Sartor 

Listening for sound created by other ships 

Ping. 

Active sonar sound 


FIRST AID PROCEDURES 
CARDIOPULMONARY RESUSCITATION {CPRj 

CPR is an emergency life raving technique. Tg understand ho# CPR ennruviiin life, 
vDiiiidct lhcrf [(Mi definition* of death; 

A CLINICAL HEATH - The heartbeat and to athoi;; have dgp]t£d, Tliiv If nlio 
known at near of apparent death, and ii may be evened. or ravened, ' Sudden Death’ 
is sudden, unexpected clinical dea1h, Sgrtic ctontno crime* of sudden demh ire: 
Cardiac urteis 
Electric dhocl; 

Itownlng 
Drug ovenlosc 
Suffocation 

Severe allergic neacikim 

El BIOLOGICAL DEATH - Ptmmn! himdcaih due in loci: of aiypii. 

During Ihe first few mrnwfes of clinical death, promptly initialed CPR may Him the 
vidian hack to productive life. Without CPR. biological death will occto Speed in 
suiting CPR and in geti mg special ucd medical care for the victim are the keyrlo 

sav irtjj; live* 

When CPR is started within 4 nunureis, the v iciim'r chances of leaving the hospital 
tdLve am four time* greater than Ihose of n victim who to to recotvr CPR until 
idler 4 minute*. 

As a neutnef aeiing, in pood faith, you should remember dun gnee CPR hu begun, 
yixi may s'Liponlv when: 

] . The viicum trarvtn 

2, Another inuoetl Individual iuAm over. 

LYooane too exhausted to continue. 

Cardinpnlmniutf)- rcuisciiutlon include* three bntiicreta. ueid.illk the ARC'S of CPR; 
Airway, Biealhtng. and Ctrculauon, 

A ft? WAT - The Tint aclitar for seCttMfuf resurd unon us immediate opening ol the 
airway, it is unpurtnnt m remember that the back of the longue and the epiglottis are; 
the most common cause o t airway dbvmuaiixi in die uncuii.scn.xis victim. Since the 
Uingiiu diiucLljv jikJ die epiglottis, indirectly, are aitached; lo the lower jaw. lilring die 
head buck and mewing the lower jaw (chin | forward lifts die Longtteand the epighrt- 
i is fmm the hack of the tbroai and untoliy opens Ihe airway. 

BKEATfttWi ■ 'When brrdLtiiisp stops, the body hat only the osy^cn remainirp in 
Lhc lungs nnd bloodstream, ll has no other uss-gen revrne. Therefore, when breath- 
ing slops, ciudere uidi and death quickly follow . Moulhto-mouCh rescue toadiing: 


+*f-m 

an^jen m ihc j.ip you biv-aih jmq Hie victim 

Hf¥CUel»fJlhii1S mud be [HCTfonraJ liiiLil 1 

unlit if aiiw J profeMbonnts lake over. 


Remember If Ihe victim’* heart t* beafai* . you mu.ii 1 1 1 maintain an open airway 
and (2l licEJih r far ihc adulc vieim) chkc every 5 >wnirfi f 1 2 limes per mjnuie i. II 
Ihs vielrn’r bciart i* ntri heaiaig, _vlhi kill Hive to perform moyrih-HMinwili rescue 
br&uhirig plus chest rampnettiwis 

elite LLA 1'llt.X ■ I lie ill i id 'kilt of CPR it died cmnpre wUms. which [tfbee ihr 
heartbeat id ihc victim, They itumuin -vcmc Mood fl s in- m> ihe lung*., bnra. 
cwwnjiy anenes, and «iher Fiu]nf of^an*- Any limeeheii cnnnfH-esMUKM. ate per- 
formed, mauHi-m- mouth rescue brcailunj must also be performed 

Nut hi: THE FOLLOWING (ONE MAM LfH PERKQ&MANCE Ct IDK1JNE 
WAS tAhlv I'H xm THE Lffll HEARTS AVER MAN IAL 1 BY Tilt 
AMERICAN II EAK1 ASSOCIATION. 

I, tjtf I'jpum fit Rack t Htad .Uml Nat Nr A4on Lrvrt Oflftarli 
i, SMtv And Shunt To Kitabhih Me.iponurtnrsr 
jCaRFosIIrtp 

I. Eilabiiih Thr Aifwdf f Opt* Tht Mwitt A tut St ftp II jfA Fmgmf 
$. tMik, LhttMy A fid Fttl iLtw*. For Chid ffidag, Litiin Fur fartu*. Frri Ft* 

Rrratfi BRA Chrrk.t 

A (iin 2 lioad Nrrethi fAflrr Tittsag ttrdd IfafA Afllf Opening Afartih) 

7. ftrpral Mr? MS. 

A Clffl i'ulte For 5-IN Smomfiu 

9, Afirr The Abait Steps And SMI Xu VirndugiU , flr*m Comprttlieni. FnfilUm fieri 
Of Hands Appear. J " Aftore Thte EddOfTkt Sitniim, Cvmpreit Tht i’hrU I fil . J’ 
Al A Fair Of (90 Times Per .Wmufr, Tf if ffuifo OfCdtnprf rtfoitl To Nrreits t ifar I Per- 
mm. I Are, IS Cnmpm&ntni To 2 Bftdlht. CArct. Fpr Pm tit Ewtry \ffHH ft- ConAnar 
Slip *1 A.'rrJpr Breathing And Pith* Art F.wMfrM Or. Vwd Cimtpetrnl Strip Hsa. Ar- 
rived Ye Pitirre You 


Ht)\V TO READ S H TS MANUAL 


TJinnjjjJmuJ t|us rennital h e wil I u« the foilowirp w*ys of repnsCrtiitflj. inr«itiaTiem: 

MENU COMMANDS will he CAPITALIZED. 

Example: SAVE, RESTORE, QOrr. PAUSE CAME 
Typed ™injmnds will appenf at hold lype. 

Example. type: [example game firmmmdj 1 
type: fd ‘.slrJ-ra 

j'.irtinp^ nfihf k'lwnnarut Eire ikK nlcaril [» he iy|Xil- will tiid MppeJ* in held lype. Fw 
example, in Jw Jute type s cd Vskrrji . type; ' should not be typed. 

(EXAMPLE T1iXT| and [K.eytinoktt| will appear in brackets, setlin* them gT from the 
xUfTMIHli^g Ini. 

Sample: (NAME OFGAMEI [NAME OF DIRECTORY] (Sputer). ^Taft], | Page- 
Up! 

The brackets aft HM keystroke* and stwirid MM he typed. 

Twu dc more keys tltai should he jnewexl a) I he same lime will be NffwalisJ by a. hyphen 
(-). Thii. hyphen is m a Ley stroke, and should noi be lyped. 

£x*iitpk: 'f^est jClri-lJ Id view yourinvewiUwy. ' 

If a space appears between pacts «ra emhtitajid.. it is meani to be Lyped. 

Example. type cd 'tsierr*' 1 live space belwssMt <d nm! Vskm should be typed as pan 

llicierin 'iiskeite' n used to refer to either- 3_i "« S.B' 1 data ilwagsc disks 


PLEASE \firti: tf theft ft it REA DMFfllt on imifjjmw dhketSe. ft ataj contain 
IxtpariMHl information ami inifmttM* Shat wtrr nul avudablt tU tftt time the 
dncumentalivn and Oihtt mattnall for ibii tff« printed. Failure la rrritw the 

README file before tnildllrlix the ptagtam mat fan FC unmptfifd remits daring: 
rmtniSasiir^ foadtnR t)T playing the game. 

MS-DOS README INSTRUCTIONS 

Ihhl DOS, i ype read me In see the README Tile QfttCfttfl L^IJ^elJp^PaeeChiwnl 
Leys let stroll tlmui^h I he We. 

ATARI ST README INSTRUCTIONS 

Tu view the README file freon Ihe debtor. toflfek-d ict on theRE.ADME.DOC icon. 
You well see n. message box sndl choices for SHOW. PRINT, and CANCH_ Clratsr 
SHOW to view ihe file ode p^c at a time, h™ |EN IEK| 10 see ihe itexi 

screen CTtcwxc PRINT jo peinnhe file. Choose CANCEL to escape she mexuK,* ban. 

AMIGA README INSTRUCTIONS 

Insefl Wortbenchdisk hub drive DEO; and turn on your system Dnuhle dick on the CU 
koii- 
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Uira u-ifli one drive: Copy ihe TYPE command intit your RAM rttufc. -*i« yWf 
Amiga invndCs manual k« IflUfUcliiitis. Ilium Dhk I. Type: type readme. 

Uwn- wittimw dian one drive- Imefl Workbench mdnv-e Pffl;. Insert Disk I m 
drive DPI Type td df I :. Type; type readme. 

Getting started: ni skette hr i ves 

II is always advisable In make Ikili. up duple* d >nur inasles piugfiili disiedev 10 
ilKrea.sc Ihe life -of Ihc mavEcrs and jiunJ 2|tuml neeidrnls. FntlCiW Vnuf einnpuCci'"* 
in>iruei-i*iis hi make copies of ull game diskeites. 

Even if ymi will h« playing from a hard di*k. you may want » f-miri*t a Monk disAcsie 
Mraavlmg games, inpa r. mtjVi e yamn todkbtttei fi a £t\*i i<ieu,*vtn ^fyammplayi/s^ 
Ikf niutjf frum ytwr twd vfetf. Follow )wr cum pu te r A intfruchons lo [iwtml a blank 
dhtene And keep ii hardy for jamnp jkhif game » you play, For some helpful lip* on 
iDlirp parties, sec site 'Saving Yflilf Qum' iTjyciM I SCCtlim of lllh, ItuntU jl. 

When initalling your pre-pram, you may be prwnpani to insert a TJnvec* ' -chi*. If you 
, receive rbis pfompr. please einmine your didts and insert ihc disk marked ’Driven' and 
press I ENTER |. wtlhallbc appropriate driven will be loaded. Siunc games du 001 ntcliiilc 
iKpinlE 'Drivers' dnk 

MS-DOS 

INSTALL THE GAMP 

Plate Ihe tuck-upcopy you have made td Disk | inflo yum dWUde dnvei Typ* ihc Icimr 
0^ die dink, drive you have placed die disk lain frtliflvsssd h> a LLiludi < fatr cinrtiple: U! a, 
and pre-4 | ENTER). Type: iusinll and pm (ENTER |, 

Answer Ehe mereeri itucMieeii siting the up ami dawn | Arrow ] ken 10 lugfilighl your 
refections. then press [ENTER l t« select You win be asked if you wish u> msiali ihc 
gmiir on your hard disk. If you do mtt wuh die game 10 be uncalled on your hard disk, 
pfess I FAC I Up sk ip lilts Maps tf >OU Waait Lft lll.sLall Ihc game Oil yi nit laid dink, dfiief ihe 
letter tfeiigrwli-wi of ywir hand dink luuially Cs and- foil -cm 1 die prompt. 

PLEASE NOTE: Evert if you imtotlia a hard dHk r tH* inittdl pmttdurt will *ritra 
fflr mimed KESOUKCE.CFC (0 iTJfs* /, F nrtHtiitilvItolUw ftp hr tvmpftttd cvrrrriiy, 
DISK I MI ST NOT BF. WHITE PROTECTED, Nttfkrrffitt <* fhit l ore wrist™ 
or t Aunjee J fey rAr imialt totnmaati. 

LOADING INSTRUCTIONS 

After cun piecing ihe INSTALL procedure: 

From diskeUev 

L Place Disk ] nuo die A. drive. 

2- Type- a: and prew [ENTER | 

3, Type: sierra and pr«* | ENTER), 

Frr»m hard disk: 

i. From your rots direclory. 1> pe cd .sierra and |wu (ENTER | 

1 Type [SPECmC COMMAND] and press [ENTER | . 


SAYING GAMES TO DISKETTES 

riJiASE SoTE: tfvm 're ptnyttntfi** dhkeaa, wu jwitif forre u fr/vrmtfttnrunird 
dhkrttr rvadf btforrjua toji inirr Wf G&P rt{iwnmtnd!ha<yuit tttttit 

direttvfiti Ofl jowr MW JJ amt djil in ardtr It) tMUrr fidrquatf tpacfjttr uinr smnr 

i tortt*- 

CIuwm: SAVE GAME frtm (h# Rle menu or prett-ihe [PS] My. The Save Game menu 
wdl appeal 1 . 

L-k yew |T*| My to cbonae CHANGE DIRECTORY- GarUjuc* or peers [Ctrl-C] 1o 
that tlte command line. 

Type ibo lane/ of ihe drive you arc using for saved ganio.v,, lo I (oared by a caton I Eaample; 
us i ami prns [ENTER ]. 

Typo ihe name of ycun saved jar*; mid press [ENTER 1 1o eomplele Ihe SAVE GAME 
procedure- II y«ir dni lor saving gnu is M.younuy reformai it nhis wilt erase die 
tivcd games on the did() and urn it over. cir use another formatted Wank disk. 

SAVING GAMES TO HARD DISK 

]f you c hoov lo save genres in die hard dosL the program will ainnmaideaJly iry In save 
leUbe game's own directory. If yOti nm mt of s|u>ee for saving gomes. Iry one of Ihe 
following ■IfcnwtiMi.i 
Save addi iiorul games tn* diskeUe. 

Save game* m a different directory Ivy choming CHANGE tHKECTUttY from ihe 
SAVE GAME mem# l inside tire gamer. 

Create anew hard disk ttircctoiy fftm DOS, umtglTOS irttink’lutnt, Delete alJ saved 
games ami ihe saved game directory frarti your hard disk hy following POS liwuno 
lions tour side the game). Hie program w-ill cieaie a new in dr* file wbititn ihe game 
directory, 

ATARI ST 

loading issmccnoNS 

yptK tija a art mitt f> err Atari 310 ST vtlhcul nvmiay tspaHtiHH* turn tiff ail dttk 
acctumicx trraamc Jtt cnVttJliwr AQ) Ww ninmaf jeur.Mrrra gamr. 

1. [E yaw are pleyiflg the game front diskettes: Place Disk 1 in drive A. mid open ihe 
disk by double-clicking cm ins bewLSlari she game by dwibie dieting mi StER- 
RVPfiG 

2. II you are plying she game from n hard disk; Open ihe disk hy AiulMe-LJk kute no 
ns Icon, ihen open Ihe (me fuldcr by dmible-e lacking on ihe game fnWer Icon. Sinn 
Ihe game by dcmhle-ehckiiig mi SEE-RRA.PRG 

HARD DISK INSTALLATION 

Please note: More lhan il2K of memory i* needed in order Nt run Sremi games hi your 
ST ll Vhtu have u hurd disk, 

I. Open the laid dad by dooJble -clicking on its icon. 
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1 Clear* u game folder by choosing NEW FOLDER . ..Cron ihe File menu. Open ihe 
new folder by dwb}e-dicld»| no its lean. 

3. Plae* Disk t Lr drive A, 

4 Copy die same disk taro ihe new game fokkr by dragging rhc drive A fc*m. >tau die 
window you opened in Sep 3. 

3. Repeal iteps 3 and 4 for each of ihe other fame disks 
f. Fll! the mflSler disks uw&y in j safe pb**. 

CHOOSE- A MUSK : DEVICE 1 ( IpUinri i 

Your Siem gome us mi hill Is «| op to jifay rtuik and sounds ihmugh ihe Atari ST'i 
internal speaker- U you tins* on* of rHe supported MID] synrthniirjeTS, you may run ibe 
MUSIC program lohnve (he game pl^y music ifittingfi the synllicsirjcl . 

I . Open die jgaoH disk'iuide? by dotible-f 1 1£ king hi its if on 

1 Run Ihe Ml ;sir peopnoi In- douhleeliektag «i ihe MUS3C.FRG Kon, 

3. Setae l MUSIC DEV ICE Iran Are Qptiom meniu. 

4. Setaeiyonr syndics Leer (or'Auri ST liheninl Sound'} by click Wvj; nmhe ap 
' peopri ale hitgen, Than tlirt on 0K- 

3. Sc leer INSTALL CAME from Ihe File menu. This will reptart (ho 
l RESOURCRCRT file on ywdlat. 

Hsus* note: IE » important lo lum your syrthesracr ms bglHS sumt^ ihe fame. 

AMIGA 

INSTALLING THE GAMF. 

NOTE; RENAME yotfr Ptpin afattfem* flultj fa rrmn r thr wuftli'L'On' OF front 
Sht tftii narAr. 1/ the Wwrdi ’COPY OF ' ftiY JHW ttmmitfram Ihf dirt names afAtJ. 
tbf rnpu'ci, the tl u’ejn h'j'if rorthajje In ait Jar r hr original dill, and will Util mn iht 

gnmr. 

1. b™m j'Liiif system with Workbench, end insen Disk 1 of yaul Sierra game. 

2. Bwibta-clichunlhr disk Kim. Ihen ilnwble-eJiek «i die INSTALL koo. 

3. Ratio* ihe onscreen prompts, choosing your retatlkm With she mouse by elicit mp 
tmeetm Ihe item, 

4. Ywi SS til be »k«t if you wish In install Ihe game on ytmff hard disk. If )Oti dh iif if 
wish ihe game m be iiHialled on your hard disk, select NO. If you want loirmaK ibe 
game on your hurt disk, select YES. 

3. Using your mouse, sc tart Ihe drive on which ywi wish tn install die game, 
i. ftilkiw die ooscieen prompts loconrptalelhe iiuullalion. 

LOA 03 N<; INSTRUCTIONS 
from IMArlirs: 

1L If you hose less than I mcgahyle nr memory for your Amiga, Hum )WI sysumt off 
and diaeomwa any eternal drives. 

2 tr.sen Disk I into drive DFO:. 

3. Turn nn yuUr system, 
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From Hard Disk: 

I Load Workbench and double-click on your hard divk icon 
1 Double click on the SIERRA GAMES drawer 
X Click on the drawer lor the devired Siena fame. 

4 Click on the game icon. 

ALL SYSTEMS 

moving vour character 

You may move your character on the screen with the | Arrow) key*, the mi meric keypad, 
the joyvtick. or the mouve. To halt your character's vicpv with the keypad. prew the 
number 5. or prow the lavt uved direction key again. Do not attempt to move the 
character by holding down Ihe direction key. Tim will cause Ihe character lo ctart 
and vlopcuntiniiouvJv, resulting in very vluv* progress. 

Living the mouve, povitian the arrow where you want the character to move, then click 
the left mouve button (if your mouve hac multiple buttons) 



MUMS 

When you prevv |ESCJ. a menu bar w ill appear at the top of your vereen with vcveral 
memiv that can he opened to vhnw the command choncev available to you. 

KEYS TO USE IN THE MENUS 

(Jve the led and tight | Arrow | keyv to open a menu, and the up and down [Arrow | key v 

lo highlight item v within a menu 

Prevv |F.N'TER] to velect a highlighted command. 

Prew [ESC | lo return to the game without choovmg a command. 

(JAMS SPEED CONTROL 

At timev it may be uveful to slow down the vpeed of the game animation in order to 
ncgutiate a tricky vcctiun. or ob verve vomcthlng more carefully. At other timev. you may 
wivh to vpeed up the game actionv. To me reave or dec reave animation vpeed. choovc 
FASTER or SLOWER from the Speed Menu, or uve the M key to me reave vpeed. the 
|-| key to dccreave vpeed, or the [=| key to return to normal animation vpeed. 
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SHORT CUTS FOR COMMON COMMANDS 

Vim can me fwKltou and ccnHrol J^ys to then tuc many ci 


inj 
m 

IWj. |Spw.vhar] 
IF5] 

\F>] 

mi 

(Tib| 

EciH re 

icm-Pi 

EClrtOl 

M 

H 

[=1 

|Clfl-V| 


Help 

Tiiitstc mured. nnCott 
Repeal jincviflus command 


Restore i. saved? Gann; 

Reiun Game |M Ivy jiuiinf | 

lnv«tfor>- 


Increase Aniroaitrev Spend 
Uccrcase Animation Sp™i 
!S < hi ru [ A r Onn I i ore S p.vi 1 


USING FOUR TAB KEY 

While ptayin^ S ictFi guru, your |Tib| key will perforin rw& major r'u«Cli«i*, Y w will 
use il 1u review ihe berets in juur inscuiurs, jmlI also (If ytw'rt mi usirei: n mOiBg-) to 
select option* fram certain, menus The fallowing men in will lespaire the use o!il»i|Tsi»| 
key fnr hijhtigtainj! menu re pi twin: 

MftUI CIhhjm? hrum, 

Replan Re snus. Conti sue 

4>m t.j;urec„, Quir. Otm'l Quirt 

Save Game — Save, Owe el. CTurtpc EX rectory. Ecpl ace 

Re vitmr Gluts* „ Restore. Cancel. Change Diiccion 

| Pcaih Message Boa].,........ Restore. ktumi. Quo 

USING THE MUt! St luptwreaEi 

Til move )'(wir diaracicr Umrty; the ntousc, position Ihc ja-ptiw In where you want Ihc 
char atier to iitov l. ilicci did!, ihc left mfliiw button 


RETYPING COMMANDS 

\i you Wish to repeat a coin mind wtect RETYPE from the ACTION menu tie press Lhe 

(SPACEBARS Of IF? | 

INVENTORY 

If you wastnu see ihe item* y ou arecany ing. tricci I NVF.VI'C'JR V reran the Action menu, 
press [Ci/t-l |,uf preisihc |Tah| key. A Em edit* nenrs you «e e jury in^ will be displayed 
Tn took more closely ai an item, use your (Arrow] keys 10 htphfcitfbi ihc innfi and press 
(ENTTR|, A pieiurc of ibe Hcsn, along wiilh u. iinel tkscriplHfii. will appear «i your 
screen. Press | ENTER | or |£SC| to resume play. 
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PAUSING YOUR GAME 

If you wish to pujvc the game, select PAUSE from the Action menu. or press |Ctrl-P|. 
Pres* | ESC' I or | ENTER I to resume play 

SAVING YOU* GAME 

If sou wish to save your game, sclccr SAVE from the File menu. or press |P5|. To allow 
for errors in jwlgcmetu and creative exploration. we recommend Hut you frequently save 
your game in progress. and that you vavc several diffcrmi fames from different poimx 
as you play. You will always want lo vavc your gome before encountering potentially 
dangerous situations. You should alto »avc your game after you have made significant 
progress 

(leave note: Ifyou're playing from diskette*, you must have a separate formatted 
diskette ready before you ran sase a game. Since each disk ran only hold u limited 
number of games »r recummend that you base more than one disk formatted, in 
order to assure adequate space for sate game storage. 

If you choose to save games to your hard disk. we suggest dial you create one or mote 
save gome directories or folders on your hard tfisk. Sec your computer's instructions for 
creating directories or folders. You may name your saved games using standard English 
phrases. For example. if you ate standing on a sandy beach, you might call your game 
standing an sandy beach , or simply ‘beach 

RESTORING YOUR GAME 

Select RE-ST OR F. from the File menu, nr press (F7[. You will be prompted to select the 
game you w ish to icsiure. (On a single drive system, you will be prompted to insert your 
save game disk) Highlight the desired game and select RESTORE If the game you wish 
to restore is in a different dtreclory, select CHANGE DIRECTORY. 

Please mile: If you do not have a mouse, use the |Tab| key to toggle between RESTORE 
and CHANGE DIRECTORY 

QUITTING YOUR GAME 

To stop play mg. select QUIT from the File menu, or press [Clrl-Q) 

RESTARTING YOUR GAME 

If you wish to restart your game at any time during play . selecr RESTART from the file 
menu, or press the |F9) kev The game will begin again i INSERT GAME SPECIFIC 
INFORMATION). 

COMMUNICATING WITH (OI)KNAME: ICEMAN 

Y ou can generally interact w ith the game by typing simple commands consisting of 

as little as a noun and a verb For instance, the command ail In the chair can be shortened 
to sit in chair, or even sit. Unless otherw ise directed, follow all typed commands with 
[ENTER) 


24 


Many ehuaciets jn ibe game '*'Ul have iniormaliorv uF one kind nr anathcJ Coe you. To 

M Ik wirh n ehwreicr. type: talk in (eharaeiefl ifor etompfe: talk fa man 

Vuu iruy encounter ubpccts you peed along ibe way. To take an object. ispr: lake or del 

|^jcl[|. For trample, take Uw mole You will need Id use Ihe nfcjctte y«j acquire a* 

you explore, You can try diiTerunL tirings Mich a* typing- us* Ihe |obj«t|. or give lire 

|t*jccr( la [cha/aoerk Dilieeent approaches to a puuJe may brine ahnut a ibifereni 

outcome 

Pny dose ariendon to details. Toe tamtne Dtu«U. type look at ihe [phjjaa.lL [fore sample: 
look at Ihe Cable i, nr jircm then lype ISKT lUIlte of Ihe object. 

To get a general description of Lite cuireni mom or scene. type look a™ud, * ore your 
mouse IP choree LOOK Firm the mrtiu. 

A. message window will appear after ymi enier each aMMMfldL and at other imics dun nr 
die same. Wtai you have read die mange. press [ENTER | la remcrto ihe window and 
resume play 

Cudeburtie Iniiuii understands tnimy common verbs. Here ate some you might try : 


ASK 

DROP 

SEARCH 

TELL 

SUV 

LAI 

PLAY 

SIT 

THROW 

CLIMB 

GET 

PUSH 

TAKE 

USE 

CLOSE 

GIVE 

HEAD 

STAND 

WALK 

DRINK 

OPEN 

RUN 




LOOK csioy where. TTWKNaglliy f kplfff your surroundings Open donn, and drawers, 
took under Unnp and behind dungs tea vjiuj.uk objects and clues. Look closely al all 
objects you encounter or you may miss important deiailv. 

EXFtOAE each area ur Ibe game very carelully. Seareli every area of die game. Be 
careful ! I There are many hazards awaiting you' 

pit Ah' A MAI' js you profit** ihrnugh the jfatoe. Make a note of each area you visit, 
and include information abouL objects found there and dangerous areas nearby. I r ymi 
miss an area, yen Olay mi is an itnpceiant clue! 


GET Objects you Lhknlt you will need. You will come acmes a number of object* ihai 
may he of ure ip vdu taiw. You can see an inventory orf hems «i hand by pressing die 
(.Tibi key at any time. 

LSK Ihe items you have picked up Co solve jMoblinns m ibe game, « id help you to nuke 
ptogres* and di scover more elites. 

BE CAREFUL, and remain afcrt ad alb limes — disaster may strike in Use most unlikely 
places. 
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SAVE VOLtS GAME OFTEN, especially when you im- alwuu in iry somcThing new 
or potentially dangerous Thi-s way, if (he w«r\t vlmuld happen, you won'1 have |p inn 
ull over ugain from the beginning. * 3 m» u differed points oflfec p*ne. *> you 
wp) he jhtf (0 return to u ifcsimd pcmii in i lie game. Cn effect, Ltii&. will ciuhlc jna to 
travel haekwnnl ihnmgh lime mid do things dilJerrtoly if ytot wish, 

DON’T GET DISCOL’ RACED. If you chik to un obrtaele ibai K«a» imunnouitiMa, 
dcet'i despair. Spend mw time exploring irurthcr area, ami pome baefc later. Every 
problem in ihe game has a lean «ue sol ul tool . and safflt have more itun one. SomeLime* 
tolvhij a problem one way will make ii lander to solve the raesl, and sanierimea it will 
make ii uasiei. 11 you get\lwk. jam might ID hnclUndilng to an earlier [mini in dip 
game. then churning a different pub. If all else Itols, juu can buy ihe |IYa*e GfGmt\r\ 
Ipiiri book front Ihe dealer who void you die game, or you can mfcr ii dutnly from Siena 
Qh-UiK by calling 1 800] 3 

IlklNC ALONG SOME HUP. Von may find ii hdpfui (and funl Pis piny die fame 
With a friend. Two (or morel heads are betisr than one 01 Iiwerpraing dun and wlv- 
lug ptobkma 

NEW FEATURES 

Note; Cdwnn ICEMAN femmes a new and niiprmed ptayingvyyiem lor easy to- 
terface. Here are some of Hie unpfto CFUffU* wt tiiink vmi'JI appawtoic: 

L LOOK - If you simply type look in any room, you'll aulomalicaUv get a dcurtip- 
Him of the phjLTti %1 directly in front of your ehniaeiej If you type Irani: at [person] or 
|oIij«l|, and your diwacirr tv not facing rtvo pervuit or object. your character will 
rum to face tine person or objcci before (he (ante give* you a dewripatoti. 

2_ GET, TALK, TAKE. (COMMANDS OTHER THAN *ftjUOK*J - to vc-me 
CBWJ , yivu may warn io talk to a perum nr gci on nhjeei itai ia ncu directly in front of 
you. Previously, rise (fame singlti Have ie?vpo aided by sayrag ' Ymt're noi elo*e 
enough". Wsih ICEMAN'* unproved playing system, If your chancier isn'l Cl0*e 
enough, he’ll automuitoally move closer ip ihe pawn nr object tuEore gening it nr 
talking in tonVhcr, 

X IH hi IMS - htou doors mlhc game will open au is mumc ally when your chwwrier ap- 
proaches lliem, This eliminates repeatedly typing open door 

-f. MOVING VOL‘R CHARACTER - To easily wplk in a visible pnm on your 
sLieco. type walk lo [object- Your chancier wilt atoomoflcally mafcehsv way id Lhe 
desired puim Moving your chiiiader is generally writer with the unproved playing 
vysiein. 
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NEED A HINT? 

ii you find yuuisdf 'a liule stucfc ' while placing a Sierra paras, try She Mlowtaj; *kaa: 
I. IT you have a rtwxlrtrt, vnu can rail tj The Sierra tiotlciin Board itimueh ibe follow- 
ing number 

Oar selling* are 300, ] 300 nr 3400 Baud; fi Oaia; N partly: E Stop Bit. Our sy-mp 
will be happy 10 lielpyoa. 

3, Many ether bulletin boards iImi provide hint* » many of our games. 

A. Cwnpu Serve: Go inlri Jit Gamer* Forum (GO GAMERS lor a rite E-Mail id 
7HW.3IJJ. 

B. Prodigy: Write E-Mail to ' KTWS90E' . nr go 1o She PC Club- an d cnler UwjhKch- 
tme panics luruni rJunipwrad PC CLU&P, 

C rcunk; Sel«< PCLirtit Plu*. enter PubliriKT^ Comaoetba, select Putdtvhcr* 
Taimiihi, then Sierra On-Line. E-Mail may be written lu the User ED ‘SktruOnLi'. 
t>. America's On-Iaue; ScLeel Itic KEY WOK [j fipLina from the L Grto' menu,, ifld 
type: Sierra F-Mnil may nlsm he wjincn Pn Ihc t !*e r 10 'Siena*' 
tL titirtrf : lTrtnrt die main menu teleei 1 U £Uani« i, toen seEeet E tGamei Round 
TaJMel, Select I iGame* Builclin BomtP. and type *rl 33 n[ da* "r pnnnpi This wllE 
ut.e y nu into i be Sierra On -Lute area. 

For mute inhirmal inn on [hew BBS line*, vhsu ran call Ihfcse ltil hlrce number i: 
CompuSene (BMP tHS-if 1W 

IYmIIr* I KWH 

PC Link 1*06) 45K45J2 
Gtinie fflWi 

L The majtaxtne QuesrlMisnee'* ioanral is a helpful Maine of many game him*. 

4, Your karal uiOviart dealer may nan nur hint bonks, nr may ho witibig In vnln 
ilicnr fw you. 

5, If you ore enable Id obtain a Emit be*A tliioeyli. a dealer, you eon order one dinrcll> 
from u* CadHUOO) 32l!HS04tt’ place yttor order wf pi a Visa. MasterCard nr 
American Espnes* cmd. or write Stem On-Line tnc . Order Oqwnment. P.0, Ben 
■Hi?. Cttwaesuld. CA fP3b M. 

(l. If the hint bent is not >o| availetil? fmr Ihc game ydn ale ptayinji, call rmr 

uuiunyaed hint line ai IWI) MC-KLCE to lemhe a hint. NOTE: QiliFbrnii iwi- 
derrta. please dial (VWH .1711.5 1 1 \ 

THIS SERVICE IS AVAILABLE 14 HOURS A DA V. Tl IE CHARGES A RE; 75 
CENTS Ft JR THE FIRST MINI "IF A\D 50 CENTS Kl IR EACH ADDITIONAL 
MINUTE. IF YOU ARE UNDER IK YEARS OF AGE. YOU MUST HA YU A 
PARENT'S PERMISSION TO CAUL THE CONTESTS Of ALL MESSAGES 
ARE SOLELY THE RESPONSIBILITY OF SIERRA ON-LINE, HINTS WILL 
N< IT HE C. I VEN ON iH H ER SI KM R A TELE PHON E LINES. 
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PROBLEM DISK? 

TECHNICAL HELP (MS DOS ONLY j 

rr arc having pfoutcms with j game disk, iTr lh*ie btlML- assuming ihe 

J .-k if rnvlly; 

tr ww iwclve an) 1 Lif iIk fallowing meanest 

l ■ Inserl Dq^k nV when ycm have already litumd AbT drdreHe, nr have mvialkd lire 
game on your hard disk 

1 -(.Jm of H arid In 1 Of 'Gtai of Kup‘, Of if It* game links up ol any poiffl 
X 'Dish Error’ 

TJilh >™ itia> have tiBtnofy re*. idem programs htaded into jfour RAM memory. You. 
M ill need 1o bool your lyMem from i disJtene containing your opcnrtinp iySfiW nflly. 
FaflnwilKM iu’.mu.liwiv WnwUe □ 'Sierra Haul Disk'. 

Finl formal i blank disk with DOS jyifem Tito t u “"Jf M » a disk: 

FtJRMATTINO FROM A HARP PRIVY 
■X i Place a blank disk in drive n : 

B ! Ai she C prompt . Ey pc. formal ajh 

NOTE.. If jour A: drive is a high density drive and you am using double skiiMly dints, 
you will need tolype; ftremal alA 1 * Cfm 5Ji‘diiAai 
nr LypcL format (for 3 , 5 ' disks) 

FORMATTING FROM A DISKETTE DRIVE 
A f Place yemr original WH disk iei drive A. 

Hi At ihe A prompt. type: farmol rAlhe sure m iwileh 1o a Slink diik when 
-prompied Hy the FORMAT progum.i 

NOTE: If your A: drive ss* high ifcittiiv drive and you are tiiiog double density 
disks. you will need in Lypc: formal z:f*H ( For 5,25" disks-j 
JJ.I type ■ formal afttfl/s (for 3J" dlski-t 
( L | Press I ENTER | 

U) Revpuod to DOS pronplv 

Now you XhvHrid invaie aCONblC.SYS Me un yuuf ^icrri Boor LA lit, with n Fiks=20 
snaiemeaic. Follow these imrt ructions ha crtaie iWi Hie: 


A i Type: ■: | ENTER J 

H I Tvpc. wpj eon conn&ayf [ENTER | 
Cl Type: IHk=M | ENTER] 

D] Press |Fb[ [ENTER! 


You should v$c the message: ' I Fitaal copied' You will now hive in te-Nnoi your 
consoler with your new Sierra Born Disk in die drive. Turn yetif computer otf then on. 
cw press [Ctrl ■All'ftdJ, 

II ihni does not dear Uie a have mesvuges. call LHWi *S3-tWS9 for Icetaneal help, Otar 
ireholcjl staff will he happy 10 help yw- 


TECHNICAL HELP (ALL SYSTEMS) 

Technical rai dunce ivonly n Eelcpliurw call away. Call (309) &8H-H9H9 far Ccm-veincm, 
jirtsori-iia-ptr«Mi imice, of if you pttfar, you iniy le^utM iiaijraike by mail. (f you. 
dvonic Id Wtitt d» lit wilh ymJf rtjqurU, Jtfcnsc Milt yant UEihiJmlrt LVpu uiiU [lie hal ufC 
ol your prabhm 

If you fund lhn( you mcfil Id rfiltl Njf rCftifWrttftJ didCHiev. wtsd lilif nriginal hI i-k I lit 
(In; “.Lar yiHi need ( J J" or 5.15') id: 

Sierra Mn-LInc 
P.O. tfai J*5 
■CoarseyttdiL CA *361 4 
Attc nlirni; RER UNS 

Be awe iu include □ note sliumj; your unttipuaef type. jivL ihr id ypuneed 

I5-2S" drJ.Fl. 

Wo wilt gladly cqilrce your pnigrum free of choose feirihe fir>t 90 day* of ownership 
1 picas? enclose J] copy «f your da led. ate* receipt wfafc >eu r TWl*a< ), M'ds Wday* lira 
■* 4 $5,00 dwyse for S.JV dwlwflcw, and, q $ 10.0(3 diprjK far 3^" diskciiM. 
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v4to*y-/isn fls sr) 3 ~ay vat afam /tm?/ 

^tss - J^witr 4 p*v 4* ^ 

,4'^ar.- ?-£! *fr- <*4? ^ 

AivKr ■ "Ri^er ri4*J^ t*ia? £ 54"** 
iW ‘ 335* A&ty^ 4*-s?/ 

/i&vfs <& i£A*t 


£<//# W 
^JfA *&vi 
&**! &*?, 
SefA&J 
Z Z-MWjT 


fjfr* 


4V * .^.*v" * ** ^ *■ 

£hft *tf pre w wr 7fc '&* to Ht tftlrufaX^ 

/Tic. pww- jtop/nST V* cSQs 

^ ^dtyrie. *«e HT^flr- >f Ams ; 

x_ ‘ £i*// ,<tr Sr a&k A. ift Jfc: *pa*ut tyf 

rto t* 7*' prl&titt frrtf &** ■’5*w-y ips. -if/t 
_?jS*t>^ft of to hvtf 

£w*f*t. a**? fwetrfiita . ) ^ -¥,%#£ sl 

^flph ' ^ Jr S, £T 

JJV /* J ® Bte &U-. fU /nr k Sv_ t " tU 

mM Z5 **.£'“ * ^‘* 1/ « %*£ £&££? 

£c%* luxstiz % siSfe 

jyiar^ ivy aL*/ **-*25. r F S * **"* '■jiv'A'*- 

-* 

f** At ^ r . ^ ^ w afe 

^ /■ *T^ ** J *ter 

. refc . ?,p 4 £ i* taf/ W * « .’- Hut., tie fit «£ 

,e&t ?ae >%/f vtcsf. & imtr * cup . 

f&^vr fete Apt r4e /asir«t 

a? <*•£ AjJ e /one ^r J V4 f C5#> 4»j 

r+i- rtwtoh ^ t^t /n^/i 
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WALKTHROUGH 

WAHMVf Thp NkKwinj! skiIdb msilwk-j htsiEHhm 
etpenenccJ gunc may imt bun tu urc Cuni mut- Hiding 

ONLY if you Euvf iirmWc jeElirqi started r*ayinp 
Cmir/tamt: ICEMAW 


J1 


A mciM^c is lain* wffl tfppEL- 1 after tun rtilcT Cad! (lWMUIkL 'MkOI >UU lias c frJlJ Ihc 

Eitcsiagif. pod* | ENTER] is ranc** the * nukw ml imbis pU^ 1 . 

The Bijenirj; of (he pant finds duf hon, Li. ContmuiiitT litirms B. Hfttiilald luunpinp titi n 

tfiimy tehli in Tahiti mjojinji a link aril fcened KA H. N?m |u tetany Is a ml*. 

Type bok table 

np ihe mhk » a pmjtrMie 


Type stand up 

Wnm IcH 9 ml FilVl s.iflkylisll g-*ny 

Type pi igr hall 


tt»ili IW M.Mer alter girt. 


Walk Infeed oF hotel 

TjJ* '.ipTlt flnof 

When huu ire tlandrnp rtisaJc Iht had kiWiy . lit l(1|f iftf *4, : 
Type talk 

You * ill weenie j tfctcitjakm of Ik <k* 

Walk In ihc rtrttw fiftfe mwffl. Turn Itfstatd ihe sa.4 w-oCL 


Type tak 

You still PKPtvt j iktcitaKifi of itdKir untie cocktail teimp- 

Type buk (irf 

Type bok peclurr 

Type bnk j*rH 

Type bok lb si oi 

Poll ne* v. ill iim Inis ail each ri*d 

Type HIKfl Ho*irj 

JHutfty still walk In [he tihb 1 ml smell lit Ihnscrv 

Type Uh beta* 

tetuiny wiB -walk In the deck. 

Type net hey 

Hti). I IjJbJ to vkss insenmy Uwn( w«ir hkkik or lAiro* | key k tetert KEY wd ptw> 
IFNTTRI A picture nf roar hntrJ mom key still jppex I^cst [E5tCT| In Bdtumc play. 
Walk IP ilk sistli 00 1 Ik ri.till w .ill 
Type bok Sipi 

Walk ihfrtjph the door w rhe toM »atl 
Ihis niLjhl be a £eCd lime KriaSt s Csa game. 
ftSulk in the empiy' bur *Ml 
Typtiil 

Type talk toKirl 
Type buy ttkl drink 

O K, Ju+ffinv, You're on veur own new. Centime eiptoonp Ihc itiarsJ 1 u dueuscr suit mi 

GoodtaV 


JJ 


C* SIERRA 


